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Introduction: Gambling and video game addiction can negatively affect university students academically, 
psychologically, and socially. Objective: To assess the prevalence and characteristics of these addictions 
among Nursing students. Methods: Cross-sectional descriptive study with 161 students using ESTUDES 
and EDADES questionnaires. Results: A total of 49.7% of participants engaged in gambling, with a predo-
minance of males in the online modality and females in the land-based/presential modality. The prevalence 
of problem gambling risk was 5.5%. Regarding video games, 42.2% of the sample participated, showing 
a higher prevalence among females but a greater risk of addictive behavior in males. No negative impact 
of video game use on academic performance was observed; however, statistically significant associations 
were identified with GPA (Grade Point Average), which should be interpreted with caution.

Abstract

Gambling addiction, video games, university students, , academic performance, behavioral disorders.

Keywords

Received: 02/06/2025 · Accepted: 06/03/2026

Cómo citar este artículo/citation: González Fernández-Conde, M., Sánchez Alonso, R. I., Lozano Molina, A., 
Martín González, E., Jiménez Vaquero, C. & Gayo Plaza, D. (2026). Prevalence of non-substance addictions in 
future health professionals: the case of gambling and video games. Revista Española de Drogodependencias, 51(1), 
73-84. https://doi.org/10.54108/10130

Originals

Copyright: © 2026 AESED. Este es un artículo de acceso abierto distribuido bajo los términos de la licencia de uso y distribución Creative 
Commons CC BY-ND 4.0 (http://creativecommons.org/licenses/by-nd/4.0/)

51 (1) 73-84. 2026

https://orcid.org/0000-0002-1171-3116
https://orcid.org/0009-0005-5490-9310
https://orcid.org/0000-0003-2626-6627
https://orcid.org/0000-0001-7632-1669
https://orcid.org/0000-0002-2822-0131
https://orcid.org/0009-0008-1480-9747
mailto:Rsancheza@usal.es
https://doi.org/10.54108/10130


74 Revista Española
de

Drogodependencias 51 (1)  2026

Prevalence of  non-substance addictions in future health professionals: the case of  gambling and video games

INTRODUCTION

Gambling is defined as an activity in which 
money or objects of value are staked on uncer-
tain outcomes dependent on chance, allowing 
their transfer between participants regardless 
of the degree of skill involved (Government of  
Spain, 2011). In recent years, there has been a 
significant shift in the understanding of addic-
tive behaviors. The DSM-5 recognizes patho-
logical gambling as a  non–substance-related 
addiction  (American Psychiatric Association, 
2013). The problem does not lie in the mere 
use of the Internet or games themselves, but 
in their  excessive  use, which interferes with 
other activities and generates a pattern of de-
pendence (Andreeva, Audette-Chapdelaine, 
& Brodeur, 2022; Suissa, 2015).

Motivations for gambling include the search 
for entertainment, thrill-seeking, expecta-
tions of  financial gain, and escape from daily 
stress (Hussain & Muhammad, 2017; Mon-
son, Villotti, & Hack, 2023). Several risk fac-
tors are associated with this behavior, such as 
debt, low academic performance, absentee-
ism, and concentration difficulties (Vázquez-
Fernández & Barrera-Algarín, 2020).

Regarding video games, the World Health 
Organization has included  gaming disor-
der  in the ICD-11 due to its impact on 
mental health and its increasing prevalence, 
facilitated by easy access to multiple devices 
(WHO, 2020). This addiction shares neuro-
biological similarities with other addictions, 
affecting regions such as the prefrontal cor-
tex and the striatum, and is associated with 
elevated dopamine levels and deficits in in-
hibitory control (Fathi et al., 2024; Moham-
mad, Jan, & Alseadi, 2023).

Within the context of  gambling, relevant dif-
ferences exist between in-person and online 
modalities. In-person gambling is typically a 
less frequent social practice, whereas on-
line gambling tends to be solitary and more 
recurrent. The frequency of  play is higher 
among men, individual players, young adults 
aged  approximately  27 to 30 years, and 
those participating in online or combined 
modalities. Conversely, it is lower among 
women, those who gamble exclusively in 
person, and individuals with higher educa-
tion or currently in training (García Rabadán, 
Fernández Aragón, & Baranda Ortiz, 2023).

Introducción: La adicción al juego con dinero y a los videojuegos puede afectar negativamente el ámbito 
académico, psicológico y social de los universitarios. Objetivo: Evaluar la prevalencia y características de 
estas adicciones en estudiantes de Enfermería. Métodos: Estudio descriptivo transversal con 161 estudian-
tes mediante cuestionarios ESTUDES y EDADES. Resultados: El 49,7% jugó con dinero, predominando 
hombres (online) sobre mujeres (presencial). El riesgo de juego problemático fue del 5,5%. En videojuegos, 
participó el 42,2%, con mayor prevalencia femenina, pero mayor riesgo en hombres. No se observó un 
impacto negativo del uso de videojuegos sobre el rendimiento académico; no obstante, se identificaron 
asociaciones estadísticamente significativas con la nota media, que deben interpretarse con cautela. 
Conclusión: La alta prevalencia y diferencias por sexo requieren intervenciones preventivas específicas.

Resumen

Adicción al juego, videojuegos, estudiantes universitarios, rendimiento académico, trastornos 
comportamentales.
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A reciprocal relationship exists between 
trauma and gambling: trauma may predis-
pose individuals to gambling, while gambling 
problems can, in turn, exacerbate traumatic 
symptoms. Both affect decision-making and 
impulse control, leading to negative conse-
quences for the individual and their environ-
ment (Monson et al., 2023).

The profile of  the young gambler has changed, 
with a marked increase in online sports bet-
ting via electronic devices. This trend gener-
ates online debt and is associated with social, 
psychological, and family problems. Adver-
tising targeted at young people, both during 
sporting events and on digital platforms (such 
as YouTube or mobile apps), reinforces the 
appeal of  gambling (Vázquez-Fernández & 
Barrera-Algarín, 2020). Furthermore, the ini-
tial gambling modality tends to persist: those 
who start online are likely to continue online, 
and the same applies to in-person gamblers 
(García Rabadán et al., 2023).

The long-term consequences of  gambling 
disorder are severe. Within the family envi-
ronment, they manifest as loss of  assets, in-
creased expenses, violence, deceit, neglect 
of  responsibilities, and a breakdown in com-
munication (Hussain & Muhammad, 2017; 
Vázquez-Fernández & Barrera-Algarín, 2020). 
At the individual level, gambling disorder is 
associated with depression, anxiety, suicidal 
ideation, and an increased risk of  premature 
death (Karlsson & Håkansson, 2018).

Given this situation, it is essential to design 
strategies to manage symptoms, modify 
behavior, and reduce the impact on health 
and lifestyle. These measures must address 
the problem as a chronic condition (Mathe-
son et al., 2019). In Spain, the Ministry of  
Health implemented a Gambling Prevention 
campaign within the National Strategy on 
Addictions 2017–2024, aimed at increasing 
social awareness of  gambling-related harms, 
modifying the perception of  “normality”—

especially among minors—and encouraging 
citizen participation in prevention (Ministry 
of  Health, 2017).

Regarding video games, cognitive behavioral 
therapy (CBT) has proven to be an effec-
tive treatment. It helps improve self-control, 
develop coping skills, address underlying 
psychological problems, and reinforce fam-
ily support, all within a comprehensive and 
individualized approach (Greenfield, 2022).

In this context, the research team set the 
primary objective of  analyzing the preva-
lence of  gambling and video game use 
among university students. Secondary ob-
jectives included examining sex differences, 
evaluating the influence of  video games on 
academic performance, and comparing the 
results with the 2022 Behavioral Disorders 
Report (ITC) from the Ministry of  Health.

MATERIAL AND METHODS

A cross-sectional descriptive study on gam-
bling addiction was conducted, based on 
specific questions drawn from the Span-
ish National Survey on Alcohol and Drugs 
(EDADES) (Ministry of  Health, 2022) and 
the Survey on Drug Use in Secondary Ed-
ucation in Spain (ESTUDES) (Ministry of  
Health, 2020), both of  which yield nationally 
representative results (Ministry of  Health, 
2022). These questions were initially incor-
porated in 2014 for exploratory purposes 
and have been adapted in subsequent edi-
tions to reflect changing social realities and 
improve questionnaire performance. In 
2016, their length, phrasing, and placement 
were modified, relocating them to the lei-
sure activities section.

The 2019 EDADES survey (Ministry of  
Health, 2019) introduced a scale based on 
DSM-5 criteria (American Psychiatric Asso-
ciation, 2014) to diagnose potential gambling 
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disorders. Meanwhile, the 2019 ESTUDES 
edition (Ministry of  Health, 2020) employed 
the Lie/Bet scale, previously validated in the 
European ESPAD survey, to study problem-
atic gambling among youth aged 14 to 18, 
along with another DSM-5-based scale to 
assess potential video game use disorders.

In this context, the report defined the fol-
lowing diagnostic categories (American Psy-
chiatric Association, 2014):

•	 Possible problematic gambling (15-64 
years): a score of  1 to 3 on the DSM-5 
scale.

•	 Possible gambling disorder (15-64 years): 
a score of  ≥ 4 on the DSM-5 scale.

•	 Possible problematic gambling in stu-
dents (14-18 years): a score of  1-2 on 
the Lie/Bet scale.

•	 Possible compulsive Internet use: a 
score of  ≥ 28 on the CIUS (Compulsive 
Internet Use Scale).

•	 Possible video game use disorder: a 
score of  ≥ 5 on the DSM-5 scale.

The study was carried out at the University 
School of  Nursing of  Ávila (University of  
Salamanca) during the 2023–2024 academic 
year. It was aimed at all students enrolled in 
the Nursing Degree, and no sampling meth-
ods were applied. A total of  161 valid re-
sponses were obtained out of  199 enrolled 
students, representing a response rate of  
80.9%. Data normality was assumed, and a 
95% confidence level (p = 0.05) was applied.

The questionnaire was designed using 
Google Forms, taking the ESTUDES survey 
as a reference (Ministry of  Health, 2020). 
It was administered between October and 
December 2023 across all four academic 
years. Students completed the online form 
using their personal devices under the face-
to-face supervision of  an interviewer.

Data cleaning was performed using Micro-
soft Excel 365 (version 2401), and statistical 
analysis was conducted with IBM SPSS v28. 
Descriptive and frequency analyses were 
performed, as well as bivariate analysis using 
Pearson’s chi-square and Fisher’s exact test.

RESULT

Descriptive Analysis of the Studied 
Population 

In this study, an effective response rate of  
80.9% (n=161) was obtained. The study 
population consisted of  83.2% (n=134) fe-
males and 16.8% (n=27) males. The median 
age was 22 years; 68.9% (n=111) were aged 
22 or younger, with an overall age range of  
19-54 years. Regarding nationality, 96.9% 
(n=156) were Spanish, mostly from urban 
environments (68.9%, n=111). The high-
est response rate was observed in the 2nd 
year of  the degree, representing 29.8% of  
total participants. Regarding academic re-
sults, 62.1% (n=100) reported a “very good 
range” Grade Point Average (GPA). In re-
sponse to the question about perceived 
family economic status, 88.2% (n=142) 
identified it as average. The age of  onset for 
gambling was 18 years for 44.9% (n=30) of  
the participants, with a range spanning from 
8 to 30 years.

Gambling

Gambling The prevalence of  gambling in the 
last 12 months within the analyzed sample 
was 49.7% (n=80). Regarding gender distri-
bution, 70.4% (n=19) of  males and 45.5% 
(n=61) of  females reported gambling in the 
last 12 months, which was statistically sig-
nificant (p=0.018) using the Chi-square test 
(Figure 1).
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The gambling modality (online, in-person, or 
both) among those who had played in the 
last 12 months was subsequently analyzed. 
Specifically, 26.33% (n=5) of  males and 4.9% 
(n=3) of  females reported gambling online, 
showing statistically significant differences 
(Fisher’s exact test, p=0.016). Furthermore, 
57.9% (n=11) of  males and 88.5% (n=54) 
of  females reported gambling in person, 

which also demonstrated statistical signifi-
cance (p=0.006). No statistically significant 
differences were found between genders 
regarding the use of  both modalities simulta-
neously (15.8% (n=3) for males, 6.6% (n=4) 
for females, p=0.348).

The types of  gambling engaged in over the 
last 12 months were analyzed using a mul-
tiple-choice question. For males, the pre-
ferred types were video games, followed by 
football pools (quinielas) and sports betting. 
Females preferred bingo, followed by lotter-
ies and instant lotteries (scratch cards).

Bivariate analysis of  the relationship be-
tween gambling types and gender (consid-
ering both online and in-person players) 
using Fisher’s exact test revealed statistically 
significant differences in the distribution of  
several categories: football pools (p<0.001), 
sports betting (p<0.001), slot machines 
(p<0.001), card games (p=0.016), video 
games (p=0.004), eSports (p=0.034), and 
gambling halls (p=0.034) (Table 1).

Figure 1. Prevalence of gambling with money

Table 1. Bivariate analysis of gambling types by gender

GAMBLING TYPE CHI SQUARE FISHER’S EXACT TEST

Lotteries 0.690  0.802 

Instant Lotteries 0.281  0.283 

Football Pools
(Quinielas) <0.001  <0.001 

Sports Betting <0.001  <0.001 

Horse Racing Betting 0.438  0.426 

Slot Machines <0.001  <0.001 

Card Games 0.016  0.016 

Bingo 0.661  0.651 

Video Games <0.001  0.004 

eSports Betting 0.009  0.034 

Casino Games 0.072  0.131 

Gambling Halls 0.009  0.034 
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According to the Lie/Bet scale, 5.59% of  
the participants showed signs of  problem-
atic gambling risk (9% in males and 4.4% in 
females).

Video Games and eSports

Video Games, eSports, and eSports Spec-
tatorship Due to its relationship with gam-
bling, video game addiction was also studied 
using the ESTUDES questionnaire, analyz-
ing video game and eSports consumption, 
as well as eSports spectatorship. Each item 
was evaluated based on frequency (never, 
1-3 days/year, 1-3 days/month, 1-4 days/
week, 5-7 days/week), hours spent per day, 
and money spent in the last year.

Out of  the 161 individuals, 42.2% (n=68) 
reported participating in at least one of  

the three activities in the last year: 37.9% 
(n=61) in video games, 9.3% (n=15) in eS-
ports, and 13% (n=21) as eSports specta-
tors. Bivariate analysis showed no significant 
differences based on gender (p=0.394), 
age (p=0.305), or residential environment 
(p=0.121). However, a significant relation-
ship was found between participation in 
these activities and the reported academic 
GPA (p=0.001).

Within this subgroup, 73.5% (n=50) were 
aged 22 or younger and 61.8% (n=42) 
lived in urban areas. Additionally, 79.4% 
(n=54) reported a GPA ≥ 7/10. Regarding 
frequency, video game use predominated 
(89.7%, n=61) over eSports (22.1%, n=15) 
and spectatorship (30.1%, n=21). Detailed 
data on frequency and hours can be found 
in Tables 2 and 3.

NONE
1-3 DAYS/

YEAR
1-3 DAYS/
MONTH

1-4 DAYS/
WEEK

5-7 DAYS/
WEEK

Video games 10.3% (7)  23.5% (16)  30.9% (21)  25.0% (17)  10.3% (7) 

eSports 77.9% (53)  2.9% (2)  7.4% (5)  5.9% (4)  5.9% (4) 

eSports
spectatorship

69.1% (47)  8.8% (6)  16.2% (11)  5.9% (4)  0 

Table 2. Frequency of video game use, eSports, and eSports spectatorship in the last 12 monthsr

  NONE < 2 H/DAY 2-5 H/DAY 6-8 H/DAY > 8 H/DAY

Video games 27.9% (19)  60.3% (41)  8.8% (6)  1.5% (1)  1.5% (1) 

eSports 76.5% (52)  16.2% (11)  4.4% (3)  2.9% (2)  0 

ESports 
spectatorship 76.5% (52)  20.6% (14)  2.9% (2)  0  0 

Table 3. Daily hours spent on video games, eSports, and eSports spectatorship
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Chi-square analysis within this subgroup 
showed statistical significance between:

•	 Video game frequency and gender 
(p=0.043).

•	 Video game frequency and academic 
GPA (p=0.021).

•	 eSports frequency and gender 
(p=0.004).

•	 eSports spectatorship and gender 
(p=0.023).

•	 eSports spectatorship and GPA 
(p=0.030).

•	 Daily hours spent as an eSports specta-
tor and GPA (p=0.027).

The economic impact was examined: 8.1% 
(n=13) reported spending between €1-€50 
in the last year on in-game improvements 
(skins, accessories, etc.), and 1.2% (n=2) 
spent over €100. Finally, the risk of  addic-
tive behaviors related to video games was 
assessed through 11 questions (results in 
Table 5).

DISCUSSION

Gambling 

The data obtained in this study aligned with 
the 2022 Behavioral Disorders Report (ITC, 
for its Spanish acronym) (Ministry of  Health, 
2022). The age of  onset for gambling in the 
analyzed population was 18 years, com-
pared to 15 years (online) and 14.6 years 
(in-person) reported in the ITC. Nearly half  
of  our students (49.7%) had gambled in the 
last 12 months, with a statistically significant 
gender distribution (70% of  men vs. 45.5% 
of  women). While these overall prevalence 
figures were slightly lower than the ITC’s 
58.1%, gender breakdown revealed that 

male prevalence in this study was 10% high-
er, while female prevalence was 10% lower 
than national averages (70% vs. 60.4% in 
men; 45.5% vs. 55.7% in women). This in-
crease in male students and decrease in fe-
male students aligns with findings from other 
studies (García Rabadán et al., 2023).

Regarding gambling modalities, a trend was 
observed for women toward in-person gam-
bling and for men toward online gambling, 
which was statistically significant. Specifically, 
88.5% of women reported in-person play, 
while only 4.9% did so online, showing a 
clear preference. In contrast, men played less 
in person (57.9%) and resorted more fre-
quently to the online modality (26.3%). The 
combined use of  both modalities (online and 
in-person) was nearly 2.4 times more fre-
quent in men than in women (15.8% vs. 6.6%, 
respectively). These results coincide with ex-
isting literature where in-person play remains 
the preferred choice, especially among wom-
en, while online gambling is significantly lower 
in this group (García Rabadán et al., 2023; 
Ministry of  Health, 2022).

In terms of  gambling typology, results fol-
lowed national trends (Ministry of  Health, 
2022), with lotteries and instant lotteries 
being the most popular (22.9% and 9.3%, 
respectively), followed by sports betting 
(7.4%), slot machines (5.6%), card games 
(4.3%), and casinos, gambling halls, and eS-
ports (3.1%). This prevalence order matched 
the ITC, with two exceptions: bingo showed 
an unusually high prevalence in our popula-
tion (29.8%), possibly influenced by a recent 
local charity event, and football pools (quin-
ielas) showed a lower prevalence (5.1%) 
compared to national data. The decrease 
in lotteries and pools compared to national 
figures (e.g., 22.9% vs. 92.9%–95.5% nation-
ally) might be due to the familiarity of  this 
younger sample with new online modalities 
and the proliferation of  betting houses.
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VARIABLES CORRELATIONS Significance
Gender - Video game frequency 0.043 
Gender - eSports frequency 0.004 
Gender - eSports spectatorship frequency 0.023 
Gender - hours spent on video games 0.345 
Gender - hours spent on eSports 0.427 
Gender - hours spent as eSports spectator 0.617 
Age – Video game frequency 0.394 
Age – eSports frequency 0.605 
Age – eSports spectatorship frequency 0.812 
Age – Hours spent on video games 0.275 
Age – Hours spent on eSports 0.443 
Age – Hours spent as an eSports spectator 0.685 
Place of  residence – Video game frequency 0.602 
Place of  residence – eSports frequency 0.787 
Place of  residence – eSports spectatorship frequency 0.813 
Place of  residence – Hours spent on video games 0.471 
Residential environment - Daily hours spent on eSports 0.929 
Residential environment - Daily hours spent as eSports spectator 0.925 
GPA - Video game frequency 0.021 
GPA - eSports frequency 0.488 
GPA - eSports spectatorship frequency 0.030 
GPA - Daily hours spent on video games 0.859 
GPA - Daily hours spent on eSports 0.552 
GPA - Daily hours spent as eSports spectator 0.027 

Table 4. Bivariate analysis of the studied variables and their level of statistical significance 
(Chi-square test)

Table 5. Prevalence of risk situations for addictive behaviors related to video game use

RISK SITUATIONS OF ADDICTIVE BEHAVIORS ABSOLUTE 
FREQUENCY %

Frequently thinking about video games 10  6.2 

Feeling irritable when not playing 8  5 

Needing more time to play video games 2  1.2 

Trying to spend less time playing video games 9  5.6 

Losing interest in other activities 8  5 

Continuing to play despite negative consequences 13  8.1 

Lying about playing 7  4.3 

Playing to feel better 28  17.4 

Losing friendships because of  playing 2  1.2 

Needing to bet more money 9  5.6 

Lying about how much money is bet 3  1.9 
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Bivariate analysis revealed statistically signifi-
cant differences by gender in football pools, 
sports betting, slot machines, cards, video 
games, eSports, and gambling halls. Regard-
ing potential problematic gambling, the study 
population showed a 5.5% risk (9% in men 
and 4.4% in women), a rate 1.6 times higher 
than the national 3.4%. Men screened at high-
er risk profile (scoring two positive responses 
on the scale), while all women in this catego-
ry had only one positive response.

Video Games

Analyzing video game use, 42.2% reported 
participating in some modality (video games, 
eSports, or as a spectator). Statistically signifi-
cant results were found regarding the frequen-
cy of use in relation to gender. Interestingly, 
42.5% of women reported playing compared 
to 29% of men. These data differ from the na-
tional ITC, which reported an 85% prevalence 
(96% men, 73% women). This downward dif-
ference may be because our study population 
had a significantly higher age range (19–54 
years), whereas the ITC questionnaire was ap-
plied to the 14–18 age group.

The frequency of video game use showed that 
33% played a maximum of three times a year, 
compared to 12.7% nationally. Weekly play 
in our study was 35%, compared to 50% na-
tionally, indicating both lower prevalence and 
lower frequency of use among players in our 
sample. Time spent per day was consistent 
with national data: most players (over 77% 
across all categories) played less than 2 hours 
daily, and only 3% played more than 5 hours. 
Economic expenditure on in-game improve-
ments (skins, accessories) was also lower than 
national figures (8.1% spent €1–€50 vs. 20.1% 
nationally), which is consistent with ITC find-
ings that spending decreases with age.

A statistically significant relationship was 
found between academic performance (GPA) 

and video game frequency, spectatorship fre-
quency, and hours spent as a spectator. A 
pattern compatible with lower performance 
at the highest frequencies and better grades 
among low-frequency users. This contributes 
to a divided field of  literature where some 
studies show negative correlations (Adžić et 
al., 2023; Gómez-Gonzalvo et al., 2020) while 
others show positive associations (Alloza et 
al., 2021; Naaj & Nachouki, 2021). Our find-
ings should be interpreted with caution, as 
other variables—such as use during exam pe-
riods or weekend vs. weekday habits—were 
not controlled.

Finally, using the DSM-5 criteria, a 1.86% (n=3) 
prevalence of potential video game use dis-
order was found, significantly lower than the 
national 7.1%. It is worth noting that while na-
tional literature shows a higher prevalence in 
men (11.3% vs. 2.7% in women), in our sample 
this phenomenon was observed exclusively in 
the male population. This divergence might 
suggest a higher predisposition among males 
to suffer the negative consequences of its use; 
however, a lower female susceptibility, limita-
tions derived from the sample size, or the in-
herent bias of a sample composed entirely of  
Nursing Degree students cannot be ruled out.

Limitations 

The limitations of  this study include its fo-
cus on a single university center, resulting in 
a small sample size; therefore, results should 
be generalized with caution. Additionally, 
the use of  self-administered questionnaires 
may have introduced social desirability bias.

CONCLUSIONS

Regarding gambling, the age of  onset 
in the studied university population was 
18 years, and the preferred modality was 
in-person play, especially among women. 
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Nearly half  of  the students had gambled 
in the last year, with substantially higher 
participation among men than women; 
nevertheless, only about 5% met crite-
ria for possible problematic gambling. 
Men tended to engage in online gambling, 
mainly football pools and sports bet-
ting, whereas women favored in-person 
gambling, particularly bingo and lotteries. 
Video games were the most prevalent 
gaming modality among university stu-
dents, compared with eSports participa-
tion or eSports spectatorship, with a 
higher proportion of  female than male 
players. However, men appeared to be 
more susceptible than women to adverse 
consequences of  video game use. For 
most students, time spent playing video 
games did not exceed 2 hours per day. 
The results of  this study suggest an associa-
tion between video game use and academic 
performance in the analyzed population. 
These findings contrast with some previous 
studies, and further research is needed to 
confirm and clarify this relationship.

Implications and recommendations

Further research is needed to better 
understand the causes and consequenc-
es of  gambling and video game–relat-
ed problems among university students. 
In light of  the results obtained, specif ic 
intervention policies should be imple-
mented to reduce the risk of  problem-
atic gambling in young university students. 
Large-scale, high-quality studies are required 
to determine more precisely the relationship 
between academic performance and video 
game use in the university population.
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